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/ think it’s time we blow this scene. 

Get everybody and their stuff together. 


■helonious Monk, Dizzy Gillespie, Charlie Parker... Jazz legends who lived by 
their own rules, redefined style, and were the epitome of cool in their era. The 
bebop legacy lives on in the 21st century with Yoko Kanno and her band The 
Seatbelts. How appropriate then that their #1 billboard hit from 2056, “TANK,” 
should become the theme song for the series Cowboy Bebop twenty years later. 

Like the musicians who inspire them, the bounty-hunting crew of the spaceship 
Bebop live outside society’s rules. Spike, the leader, is a walking paradox — a 
killer with a conscience, living in a dream he can never wake up from. His partner, 
Jet, is a steel-armed brute with a talent for cooking and banzai. Their on-again- 
off-again companion, Faye, is equal parts femme fatale and punk tomboy. And the 
newest addition to the team, the pre-pubescent hacker Ed, is a computer genius 
who sleeps 12 hours a day. A motley crew, indeed. 

The Cowboy Bebop Anime Guides are like Charlie Parker’s Yardbird Suite — an 
indispensable collection of all things Bebop. If you want to know more about the 
colorful characters and action-packed adventures from the hit TV show, look no fur¬ 
ther. Volume 2 of 6 covers the episodes “Sympathy for the Devil,” “Heavy Metal 
Queen,” “Waltz for Venus,” “Jamming with Edward,” “Ganymede Elegy,” and “Toys 
in the Attic.” With the added bonus of a spacecraft and technology guide, plus a 
pullout poster of Jet Black, there hasn’t been this much bebop in one place since 
Gillespie, Parker and Monk recorded Bird and Diz. 


OK, 3...2... 1 Let’s Jam. 
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SESSIONS 

SYMPATHY FOR THE DEVIL 


SESSION#7 


'R VENUS 


WBOY 


ietal queen 


G WITH EDWARD 


WE GOT THE JAZZ. 
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JET BUACK 


SPIKE SPIEGEL 

Occupation: Bounty Hunter. Spike val¬ 
ues his freedom, and hates being tied 
down or being given orders of any kind. 
Age: 27. Height: 185cm. Legend has it 
that three years ago he got himself 
mixed up with a mysterious woman and 
faked his own death. The exact details 
unknown. Spike is charming, 
aggressive, and has the mindset of a 
young boy, all at the same time. 


Occupation: Bounty Hunter. His hobbies 1 
include bonsai, cooking, and reading.] 
He is both intelligent and well-read as 
well as an ex-cop with the ISSP. Age: 36.j 
Height: 188cm. Jet makes a great team¬ 
mate for Spike (even though they tend 
to get on each other’s nerves most of 
the time). He is a man with a strong 
sense of duty and has a big heart despite 1 
his imposing form. 


AYE VALENTINE 

cupation: BountWflunter (but was 
■ ■self once a Bodmy). She special- 
in cheating it gambling. Faye 
no recollecti/n of her past what- 
er, and her/iame may not even 
her real one. Age: 23. Height: 168 
She cops attitude whenever it 
mes to money, is skilled at using 
pons, and is; in general, one very 
•P woman. 


EIN 

Breed: Welsh Corgi. Very curious. 
After he was stolen by a pet thief, 
he was taken in by Spike and Jet and 
became the Bebop pet. Age: 2 
(estimated). He’s actually a data 
dog,” developed in absolute secrecy 
by a shady facility. Highly intelli¬ 
gent. Male. 
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Ed handles everything from net linkups 
and wiring modifications, to setting up 
hardware. Her personal computer is a 
machine she made herself and it’s small 
and convenient for her to take wherever 
she goes._ 


Ed sleeps a lot! If she gets tired, she just 
falls right to sleep, anytime and anyplace. 
The way she walks around flapping her 
arms and legs, going wherever her mood 
takes her, makes her seem, quite simply, 
like a cat out of control. She likes to 
prance around the ship and play with Ein 
a lot. They get along rather well, like two 
animals in the same zoo. 


Edward Wong Hau Pepelu Tivrusky the 4th 


Human being.. .or being from another world? 

Ed’s the latest addition to the Bebop crew. She was born on Earth, is 13 years old and self-styled 
She lived alone for a long time in the ruins of the desolate Earth, and she chose her long-wind 
ed name all by herself. In fact, she picked “Edward” without even realizing that it’s a boy 
name. Ed seems to have some Latina blood in her. On Earth, she made her living by gathering 
junk items for scrap. She has an undauntingly sunny personality, but it’s utterly impossible t( 
figure out what she’s thinking or how her mind works. Once in a while, she’ll come out wit! 
remarkable observations that surprise even Spike and Jet. Ed seems to perceive the work 
through feeling, rather than logic. She has an amazing amount of knowledge and skill when 1 
comes to computers and other machines, and is a true whiz when it comes to hacking. One ol 
her biggest quirks is in how much she sleeps: roughly 12 hours each day. Son-of makes In’ 


Ed seems to spend the most time with 
Jet and Faye - Jet in particular - and 
they have developed a rapport very 
similar to a parent and child. It’s rather 
amusing to see Ed ask questions at 
every opportunity with Jet trying to 
answer them all one by one. 

Sometimes Faye will talk with Ed like 
she’s her own little sister. 
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Blo odjAB _ 

Constellation;Sagitarius 

Birthday;January.l 
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Session #0 


This, the 6th episode, was not aired in the original broadcast run in Japan, nor on the Cartoon 
Network in its first US run. The sound and imagery of the blues, symbolized in the blues harp 
(harmonica) played by the young boy Wen, flows throughout this episode, which deals with darke 
subject matter than the previous episodes of Bebop. The opponent Spike faces this time is a 
“devil” born by the Phase Space Gate accident. This time, Spike goes about his task without his 
usual enthusiasm, as it he has sympathy for this boy who got caught up in a tragic fate and 
became a “devil.” Notice the change in Spike’s state of mind during the course of the story. 
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behind on the Bebop. Ein 

waits to be fed, but Faye _ 

tells him, “Those who don 
work don t eat. Ein is not 
amused. “We girls are deli¬ 
cate and refined,” she says 
while scarfing down the 
entire can of dog food. 


1 Men in lab coats peer ominously down on an operating 
table. Laid out on the table, naked, is Spike. An artificial 
eye, like glass, bears down on Spike’s face... With this 
cryptic image, the story begins. 


4 Passing her eyes over a 
“wanted” notice with Giraffe 
pictured on it, Faye remarks, 
“Well, I’ll just have the boys 
;et it for me.” Underneath the 
‘wanted” notice is a pamphlet 
for a performance by Wen. 


5 Jet is rather impressed by 
Wen’s performance. When 
Spike asks him, “1 thought you 
were a Jazz fan?” he replies, 
“Don’t be so dense. I started 


_so dense. 1 started 

wailing the blues when the doc 
whacked my bottom on the 
day 1 was born.” As they talk, 
Spike spots Giraffe nearby. 


2 Spike wakes up 
startled from his 
nightmare. When he 
regains his compo¬ 
sure and looks 
around, he sees the 
innocent boy, Wen, 
up on the stage play¬ 
ing the blues harp. 


Blues harp is nice. As good as I thought. 


What is the true nature of the boy playing the blues harp? 

In pursuit of a bounty named Giraffe, Spike and Jet come to a small blues club. There, Spik ( 
listens to an extraordinary performance by a young boy, Wen, playing the blues harp (a haJ 
monica for playing the blues). 

After the performance, Giraffe leaves the club and follows Wen and a man in a wheelchair tj 
a hotel. Spike climbs into the Swordfish II and flies to the hotel in hot pursuit of Giraffe. BU 1 
when he gets there, Giraffe bursts from the hotel window and drops toward the ground. 1 
Spike catches Giraffe as he falls, but his injuries are too severe and he speaks his last wore! 
“Please... help him...” as he gives Spike a mysterious ring. 

Later, Spike follows Wen and the man in a wheelchair. They reach an abandoned warehou| 
where Wen confronts Spike and tells him the terrifying truth about himself. 


7 Wen leaves 
quietly along 


6 Jet spots a 
rival bounty 
hunter, Fatty, in 
the blues house, 
He grabs his 
attention. 

“Hey, Fatty!” 


with a man in a 
wheelchair. 
Giraffe sees this, 
and follows with 
Spike in tow. 


8 
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9 Wen and the man in the 
wheelchair enter a hotel, 
followed closely by Giraffe. 


\2 Spike aboard the Swordfish II, 

reaches the hotel just as 
Giraffe is blown out of a 
window and falls. 


8 When Spike spies Wen 
and Giraffe each get into 
separate taxis, he scrambles 
aboard the Swordfish II. 


13 Spike catches the criticall; 
injured Giraffe on the front of 
the Swordfish II. 


14 Wen and the man in 
the wheelchair look down 
on Spike as he talks to 
Giraffe, who is dying fast. 


10 With tension gnarling his 
face, Giraffe grits his teeth 
and rushes into the hotel 
room. He points his gun at 
^ Wen and the man, and yells 
“Zebra! Give him back, now!” 


The Phase Space Gate Accident (1) 
Fifty years before the time of Spike and his 
crew, there was a “Phase Space Gate 
Accident;' This happened when an explosion 
occurred at the “hyperspace gate" between the 
moon and the Earth, In the blast, the Earth 
took some devastating damage. Pounded by 
fragments from the destroyed Moon, the 
Earth's surface was utterly transformed. The 
majority of humans who felt the direct effects 
of the accident died off, but j t was said that 
various abnormalities appeared in the survivors. 
(Continued on page 17) 


/ 1 Wen and the 
man in the wheel] 
chair don’t move.- 
For a second,the 
man in the wheel] 
chair flashes a 
faint smile. 


■ lo °ks...help him.” 
7‘ves a stone ring to 
anc * breathes his final 





















































COWBOY BEBOP Stories 


i 



Cowboy 


Sympathy for the Devils 


16 i can’t be sure until 1 analyze it, but it’s probably 
worth a heap. So, what do ya wanna do with it? Jet asks 
Spike as he analyzes the gem in the ring. Spike grumbles, 
“No idea. The guy gave it to me on his own, tiien died on 
his own. 1 don’t see any problem keeping it.” 


17 Faye snatches Spike’s 
ring. Then Spike tells her, 
“This is gonna pay for our 
food!” and takes the ring 
back, Jet chuckles and 
hands her an invoice for 
all of her expenses since 
joining the Bebop. 


19 According to Fatty, 
Giraffe and Zebra were 
members of the “Self 
Defense Volunteer 
Squad” which disband¬ 
ed 10 years prior. As 
Fatty explains Spike 
goes back to the club 
where Wen played. 


18 Jet treats Fatty to some 
cake, pumping him for 
information. Fatty tells him, 
“You know that kid on the 
blues harp, Wen? Giraffe was 
after that kid Wen’s father. 
Goes by the name Zebra.” 


03 ~ 


T -Q 


20 Ten years ago, Zebra ~ . 
Giraffe tried to reclaim a facil* 
from raiders. Zebra disap>- 
peared, and days later, Giraffc 
found himself blindfolded. Fa)j 
thinks there was a falling out 
but Jet isn’t convinced. 
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2\ Wen enters an aban¬ 
doned warehouse, pushing 
Zebra in a wheelchair, 
i When Spike follows them 
1 in, a bright light shines 
down on him. Spike tells 
| Wen, “Giraffe asked me to 
help you.” 


“...Who are you?” “Just some suspicious guy.” 


22 Wen shows 
no reaction to 
what Spike says. 
And Zebra still 
sits impassively 
in the wheel- 
, chair, with only 
I the same faint 
hint of a smile 
on his face. 


Interlude 

The title of this session, “Sympathy for 
the Devil", comes from a song with the 
same name that appears on the 1968 
Rolling Stones album Beggars Banquet. 
And purely by coincidence, just before 
the last scene when Spike aims his gun 
at Wen, the music that plays 
(composed by Yoko Kanno) has (# 
percussion similar to that of ‘Sympathy. 


“I’m not a kid.” 


nJ? and Fa y e find a 
Wen P u& er article about 
cloven Faye looks 
S' she suddenly 

(thedaterV h e ey! Lookat 


24 Suddenly, Wen shoots 
Spike’s right arm! “I know 
what 1 look like, but 1 was alive 
when this place was an out¬ 
post. Get the picture?” 

13 
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26 Wen tells Spike, 
“Anyone who experi¬ 
mented on me all died, 
but I kept on living. 

The end for Zebra 
came when his defense 
squad hit our R&D lab. 

1 needed a new ‘parent’ 
as part of my cover.” 


zb Fifty years ago, Wen 
received a blues harp 
from his parents. Then 
the sky lit up, and the 
gate exploded. Earth was 
turned into a pile of rub¬ 
ble, but Wen survived, 
remaining a young boy. 


27 Wen points his gun at 
Spike, demanding that he 
hand over the ring. “Ring? 
What ring?” 


A dangerous risk to defeat Wen, the young boy who cannot die. 

Earth, 50 years ago. Wen, who was still biologically young, spent the time happily with his 
parents. Suddenly, there was an explosion at the phase space gate. Wen’s body was show¬ 
ered with light from the explosion and, ever since then, he hasn’t aged a day physically- 
Having heard the real truth about Wen, Spike confronts him at a warehouse. When Spike’Sj 
shot hits Wen in the forehead, Wen disappears. 

Spike and the others save Zebra and return to the Bebop. After searching Zebra’s memory,I 
they come to the conclusion that the gem in the ring Giraffe gave Spike when he died would! 
cause Wen to age again. To test that theory, Spike would have to put the gem in a bullet anoj 
shoot Wen with it. But they couldn’t be sure exactly what would happen; there is also the] 
possibility that the bullet might explode in Spike’s face. Spike takes up the foolish risk, deteri 
mined to kill Wen. He quietly makes his decision, and heads off alone for a face-off with him! 



90 With his pistol blown out of his hand 1 w a shot.from 
2o Witnn F t h e hail of bullets behind a 

Ze container When there’s a break in Wen’s barrage, 
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Spike’s shot knocks Wen’s 
gun out of his hand. When 
P < e c ^oses in, Wen pushes 
Dra off the top of the stairs! 


Zebra is thrown down the stairs. Spike catches 
iim, but falls himself. Seething with anger, Spike shoots 





Wen is hit and 
falls behind a con¬ 
tainer. Spike looks, 
but the body is 
gone. 



14 
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36 Spike makes 

preparations. Jet 
says it “could 
blow everything 
sky high...” 


37 Faye says, “I 
just thought I’d 
say goodbye 
since you won’t 
be coming 
back.” Jet gives 
Spike a cigarette. 


38 Seeing 

Spike make his 
decision and 
leave to face 
off with Wen, 
Faye mutters, 
“Men are such 
total idiots...” 
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was one such person. Because of 
xpiosion when he was young, he was 
ursecI with an immortal body. According 
rm/Q « y ’ ttle enorm ous amount of e 
nft \a! ° ff by the gate when exploded t 
Wen 1 ! 30 s circadian rhythm. As a result, 
rpnh!i PI ? eal glancl ( a P art °f the dien ‘ 
simibr ^ n lu 0ntinual| y P rodu ces a substc 
aainn n° he hormone that suppresses 
a 9'ng process (melatonin). 


35 Jet hypothesizes that if Wen gets shot 
with the gem in the ring, it would probably 
age and kill him. As Jet explains, we see 
Wen’s silhouette against the sunset. 


32 Jet yells as he treats 
Spike. Spike mutters a 
half-hearted “Sorry” in 
return. Zebra, whom they 
had brought back to 
Bebop, sheds a tear. The 
crew wastes no time using 
an Alpha Catch to 
re-produce images of 
Zebra’s memories. 


33 “it’s the hotel! He’s remembering when 
Giraffe got blown away!” Spike yells out when 
he sees the images. They show Giraffe bursting 
into the hotel room to save his partner Zebra. 


34 Turning toward the 
screen, Giraffe holds up the 
ring and yells, “This stone 
will return time to you!” But 
from the side of the screen, 
an arm reaches out and mer¬ 
cilessly shoots Giraffe. It is 
the hand of Wen. Spike is 
at a loss for words. Unable to 
speak, Zebra can only 
shed tears. 
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40 Wen maneuvers down 
a one-way street. When he 
looks in the rear-view mirror, 
he sees Spike’s ship. Spike 
locks on and rains machine- 
gun fire down on him. Shot- 
up, the car careens out of 
control and flies over the 
pavement. It crashes into 
a nearby gas station, and 
explodes in a ball of fire. In 
an instant, the surrounding 
area is wrapped in flames. 


39 Wen walks down the 
street. A shooting star that 
looks like it could be 
Spike’s ship passes through 
the sky above. Wen hails a 
passing taxi, cruelly caps off 
the driver, and speeds away. 


“Do you... understand...? 


42 With a smile on his face, 
Wen aims his gun and opens 
fire at Spike. The bullet 
grazes Spike’s cheek, but he 
stubbornly doesn’t 
even flinch. He 
coolly takes out a 
single-shot pistol, 
and with a silent 
prayer, takes aim 
and fires. The bul¬ 
let scores a direct 
hit on Wen’s fore¬ 
head! Wen seems 
unfazed. But 
suddenly, Wen’s 
body gives off a 
strange light, and 
begins changing 
drastically. 


41 Wen stands unharmed 
amidst the burning flames 
Blocking his path is Spike, 
has taken off his coat, exp' 
the holster. He is stone-fad 
and ready for action. 


W jmBM Jj| 

43 Wen’s body ages rapidly. 
!? f grained voice, he says, 
so happy. I finally 


feel at 


ease... Do you... 


understand?. 
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44 “Yeah, as if.” Spike 
picks up the blues harp 
and blows into it, but no 
sound comes out. He toss¬ 
es it in the air and pre¬ 
tends to aim at it. “Bang. 

SEE YOU SPACE COWBOY 


Interlude v 

A series comparable to Bebop is Lupin III, 
particularly in the 6th session. Since it is 
about a fight with an enemy with ageless 
youth, there are many characters sugges¬ 
tive of those in the first Lupin movie. And 
isn’t the story about a hero shooting an 
enemy with a bullet, which might also kill 
him, like the catch-22 in the 66th episode 
of the New Lupin television series? (But in 
Lupin, a Mercury bullet was used.) 
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Session #7 


Session# 7 


Scenario ; Michlko Yokoto 
Continuity | Tonsai Okamura 
Director ; Kunihiro Mori 


jUT&Sim Af•3i t ' Jp * r '**" 

From the very opening, this episode resounds with impressive guitar riffs. Until this point, mo 
of the music of Bebop has been Jazz. Blues, or Rock. However, this episode features the Heav 
Metal sound extensively. You could say that in this episode, the music is symbolic of how earn 
episode of Bebop has its own distinct “feel." And the interesting personality of the guest Chai 
ter, the woman trucker VT, complements the music nicely. 
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1 A drive-in space station emerges, as heavy 
metal guitar music plays. VT’s space truck 
draws near, and hooks up at the parking area. 


“Awright, VT! 

Yer name is.. 

2 When VT gets off 
the ship, one of her 
fellow truckers, 

Otto, yells out to 
her. Her buddies bet 
on guessing her real 
name. Otto guesses 
“Vivian Tomianian,” 
but VT says, 

_ “...Wrong!” 

0 ^11 and grabs the 

J VT goes to a W ( dough, 

familiar restau- IiSl* 

rant-bar. Mack's 
Diner. When 
sees the place 
teeming with 
people, and 
finds out they’re 
all bounty 
hunters, she 
remarks, “No 
wonder it’s such 
a circus.” Spike 

is there too, in A 4 Faye stakes out a restaurant 

the toilet. ■Bp where a bounty, Decker, may be. 

nursing a severe When a man with a dragon tattool 

hangover, Mm walks j n> s h e thinks this is the gu>J 

Bounty hunters and a woman trucker 

VT, a female trucker who travels the solar system, stops at a drive-in station for a break, 
goes into a restaurant/bar, which is teeming with bounty hunters, all after a bomber name 
Decker. Spike is there, too, in the toilet, suffering from a hangover. VT, who can’t stand botinf 
ty hunters, shakes her head when she sees the scene. jl 

At the same time, Faye, who was looking for Decker herself spots him at a ban In the blm | 
of an eye, she is on Decker’s tail, but her ship is destroyed by one of his bombs, giving hii™ 
time to escape. Around the same time, a fight breaks out between the bounty hunters an 
VT. Spike jumps in with VT, and together they cream the other bounty hunters. But when 
finds out that Spike is a bounty hunter, she brushes him off. Spike goes to return to t 
Bebop , but his Swordfish II has been vandalized by the battered bounty hunters. Spike has no 
other choice but to hitch a ride in VT’s truck. 

22 


5 “Hi!” Faye says as she 
walks up to a guy. “Looking 
for some action?” the 
guy asks. Faye replies,“A 
certain kind of action, and 
sticks her gun in his chin. 


She 
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6 At the same time, there’s trouble at the bar. A bounty 
hunter tries to grab a waitress, but VT kicks him good. 

When the bounty hunter shouts, “What the hell are you. 
and threatens VT. The situation becomes more explosive by 
the minute and VT snaps back, “So now it s a bounty hunter 
job to chase after women’s asses instead of money/ 

7 At the restaurant, Faye 
asks the real Decker to 
notify the police. But when 
he runs off, she realizes he 
has a dragon tattoo on his 
arm. When she checks the 
tattoo on the man she 
caught by mistake, he says 
“Yakkun, the eight-eyed 
eel.” 


8 The bar. A huge brawl 
breaks out between VT and 
the bounty hunter she 
kicked. Spike takes no heed 
and gets ready to eat a raw 
egg. Just then, a bounty 
hunter hit by VT knocks 
into Spike, spilling Spike’s 
egg between his legs... 
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14 VT overhears Spike’s 
message from Jet, and finds 
out hes a bounty hunter. 
She smacks him, calling him 
a “lying, lowlife bounty 
hunter!” 


13 Spike makes a Special 
Prairie Oyster to help his 
hangover. “You’re the 
second person I’ve known 
to drink those awful 
things.” “Who’s the first?” 
“It was my husband.” s 


I needed that egg!’ 


9 The bounty hunters attack. Now 
royally pissed off, Spike enters the 


fray to Back up VT. “You spilled my 
egg!” Together with VT, he 
trounces the other bounty hunters. 


10 In the meantime, Faye 
chases after the fleeing 
Decker in her Redtail. But 
he throws a capsule with 
explosives, ana it explodes 


under the Redtail. 


11 “My 12 million!” Faye sobs. 
She just escaped death, but ; 
now she looks like a complete 
wreck, and so does her ship. 


Interlude 

"How to make a 'Special' PrairieJ 
Oyster" (1) Put one egg yolk into 
a glass. (2) Add several drops of 
ketchup, and a dash of black 1 
pepper (Worcestershire sauce 1 
and vinegar may also be added! 
if you prefer) (3) Here, Spike J 
pours in several milliliters of gin- J 
(Spike says "This really does the! 
trick!”) (4) Down it in one shot. | 
This is a real cocktail that will I 
help shake off most hangovers.! 
gets its name from picking out 1 
.the egg yolk with an oyster sheljj 


■ 12 After they’ve beaten the 
m bounty hunters, VT talks to 
fp Spike. “Bounty hunters are 
the bottom of the food 
L chain." “You think so?” “Yeah, 
1 know so! They make a living 
p gambling with other people’s 
£> lives.” “Well, I guess you’re 
right.” VT grins, “Come on, 
m I’ll buy you a drink.” 


* Spike and Faye, who has also decided to hitch with 
get i n the truck. Over the blaring stereo, Faye yells, 
down this repulsive music!” But VT tells her, It s 
e Pulsive. It’s called heavy metal!” 
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17 Spike and the others 
have returned to the Bebop. 
Faye describes Decker’s fea¬ 
tures. “He’s bald, short, 
wears glasses, and drives a 
tacky truck with a picture of 


“Not in a million years!” 

19 VT chases after Decker, yelling, 
“Trying to outmaneuver me, pal?!’’ 
She radios Spike. “Let me talk to 
that lowlife bounty hunter scum!” 
But the transmission gets cut off. 


21 Decker throws a 
capsule with explo¬ 
sives at VT’s truck, 
which is in close pur¬ 
suit behind him. The 
explosion causes a 
chain of explosions, 
and soon the whole 
area blows up. 


18 A message comes in to VT from 
Otto. He asks her to be on the look¬ 
out for a guy who hit him and ran 
(Decker). VT gets more information 
from her driver buddies. 


20 “He’s hauling explo¬ 
sives!” Spike and Faye race 
to catch up to VT! 


A dangerous escape through an abandoned mine, with a full load 
of explosives! 

VT brings Spike and Faye back to the Bebop. As she is going through the asteroid belt, a mes^ 
sage comes in from a trucker friend, Otto. He said his ship was hit-and-run by a ship with k 
picture of Sarasvati on it. VT knew Decker was in a truck with that same picture on it, so sh| 
radios her driver buddies to help find Decker’s ship. As she chases Decker, VT radios Spil <e | 
But the connection is so bad that the transmission is cut off. 

Worried because Decker’s cargo was explosive and doubly worried that VT was in the vicn 1 ! 
ty of the Linus mine, Spike and Faye head out to help her. And when they get there, they f* 11 
Decker’s dead body - caught in a blast from an explosion. VT is fine though, so she, Spi' <e ! 
and Faye try to make their way out of the minefield. But just then, the tunnel gets blocks 
off by a boulder! 


22 VT’s ship scrapes by the flames. When they see a rock 
P^ ss in front of them break up, Decker jams the brakes, but 
pushes her truck faster to beat the heat! 


“There goes my 
12 million...” 

23 When Spike and Faye 
reach the Linus mine field, 
they see Decker’s cold dead 
body. Spike radios VT’s 
to confirm that she is OK. 


24 “We gotta get out of here, now!” Spike 
tells VT that Decker was selling enhanced 
n itro. VT replies, “We gotta find a way out of 

this mess!” 


26 


27 
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25 VT tows Decker’s ship. 
Another mass of rocks breaks 
up in front of her. Spike fires at 
it with his ship’s guns. 


26 “You’ll never blast through that wall.” Faye’s 
guess is correct and she and Spike are left to find 
another way out. VT has an idea on what to do, 
“There it is! Packed inside that freighter!” 


'27 -i don’t like this. I’m not 
made for such delicate opera¬ 
tions!” Using the arm on her 
ship, Faye somehow manages to 

get the explosives out of_ 

pecker’s ship. 


28 Spike sets the pod to self 
destruct after 40 seconds. He 
instructs Faye to put the explosive*! 
inside. Then Spike blasts into spa ce 
without a suit on! 


Asteroid Belt 

A chain of asteroids stretching between Mars and Jupiter. 
There are many that are several hundred meters in size, 
and the largest can reach up to a thousand kilos. In the 
Bebop world, besides being a waystation on the way to 
Jupiter, it is also a free-trade zone and a melting pot of 
various human cultures. There is an abundance of minerals 
to mine, but there are also many depleted, abandoned 
mines. The Linus mine that Decker and VT wandered into 
is one such mine. (It's usually a no-entry zone.) 



29 VT senses what Spike’s 
plan is. She opens the hatch 
and reaches out her hand 
to bring him in. 
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30 There’s an explosion, 
and Spike is thrown back¬ 
ward! Thinking quickly, Spike 
fires his gun, using the iner¬ 
tia to move back toward 
VT’s ship. 


31 Just as VT catches 
Spike’s hand, Faye suc¬ 
ceeds in getting the 
explosives into the pod. 
The pod immediately 
takes off on autopilot 
toward the exit, and 
blasts the rock mass. 


“I’ll treat him 
to a prairie 
oyster.” 


32 “Thanks for the help, Victoria 
Terpscheday.” Spike found out VT’s name 
from a pendant he saw. In it was a picture 
of a bounty hunter, Terpscheday, and VT. 
She hands Spike a roll of money for 
finding out her name. Spike takes out 
one bill, and says “The rest is for your 
husband. I’m sure he’s probably got a 
hangover up in Heaven.” 


29 
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Scenario ; Mlchlko Yokote 
Continuity; Yoshlyukl Takel 
Director ; Yoshlyuki Takol 


No Snick 


COWBOY BEBOP Stories 






















COWBOY BEBOP Stories 



Session## 


/ A shuttle heading to Venus is 
hijacked by three terrorists. 
Amongst the passengers are 
Spike and Faye, and they easily 
overpower the hijackers. The 
hijackers are the bounties they 
are after. A quirky male passen¬ 
ger observes Spike and Faye in 
action. 


2 Later, at the airport, the W 

same male passenger from / 

the shuttle has an argu- ~ 

ment with a clerk over a ^ 

parcel fee. When he t 

notices Spike across the 
lobby, he runs after him. 

The secret of the man he met on Venus 

On a shuttle headed for Venus, Spike captures a bounty. As soon as the shuttle lands at anj 
port, a man, Roco, comes after him. Roco, who had watched Spike in action on the sWm 
says he wanted to learn the same techniques. Spike refuses at first, but Roco 
stubborn he wore Spike’s patience down until he gave in and taught him some basics. B | 
the midst of this impromptu training, Roco spots a band of hoods, and he immediately _i 
Roco hands his baggage to Spike, telling him to meet him at the cathedral at the edge of | 
the next night. Spike returns to the Bebop and gets the lowdown on the next job fr°^| 
The target is Piccaro and his gang, who stole some Grey Ash, a medicinal plant that 1 jj 
remedy for Venus Sickness. Amongst the group pictured on the monitor, Spike is sur Pj" , \j| 
see Roco’s face. When Spike checks the baggage Roco gave him, inside was a Grey Ash P^j 
Leaving Piccaro and his gang up to Jet, Spike hurries off to find Roco himself. 


3 Spike pays Faye. “So are yo 
going to deposit your money 
the casino again? “It’s a lot 
more fun than a bank.” { 


6 The man’s persistence gets on Spike’s 
nerves. Then he takes a comic fighting 
pose, asking, “Hands-on training?’’ Spike’s 
patience finally wears thin and he acqui¬ 
esces. The man says, “I’m Roco Bonnaro. 
Nice to meet you, master.” HHKm a 


thank you ron YOUR capture 

U& YOU NEXT TIME 


m % j 

| IOIM IIUCY DCW 

w1,500,000 


4 Spike sees Faye off and 
the man from before 
attacks him. Spike steps 
aside and the thug hits the 
pavement. The man pleads 
for Spike to teach him the 
same techniques that he 
used on the hijackers. 


5 Shocked by the man’s 
behavior, Spike just keeps 
°n walking without batting 7 
h? T But ^ le man insists 
tnat he wants to be strong, 
n° matter what. Spike flat- 
out refuses. 
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10 When he returns to the Bebop, 
Spike finds out Roco is wanted for 
stealing a rare plant that is the rem¬ 
edy for Venus Sickness. He checks 
the baggage, and finds a plant. 

1 1 About this time, Roco is 
being chased by the hoodlums. 

He goes into a back street and 


7 In an open area near the airport, Spike teache 
Roco some of the basics. Roco takes the instrud 
tion seriously, but he can’t get any strength beh| 
his attacks. Spike tells him, “It’s not about strenj 
and power. You gotta be J 
fluid.” Roco just can’t seel 
t0 § et iL 


ducks into a manhole, throwing 
his pursuers off his tail. 


They say that Lady 
Bounty is very 
fickle.” “It’s Lady 
Luck, FYI.” 


Faye thinks they 
should just take the Grey 
Ash. But Jet counters, “It’s 
too hot to hold on to.” 


8 Roco attacks Spike with 
a knife, but Spike easily § 
sends him flying. Spike J 
advises him to become like 
water, in order to use his 
opponent’s own excessive 
force against him. 


9 Then, a gang of hood¬ 
lums appears. When Roc 
sees them, he gives his 
baggage to Spike, telling 
him to meet him at a j 
cathedral the next night* 
Roco bolts with the hoo< 
in hot pursuit. Left alone 
with the baggage, Spike 
rather bewildered. j 


Interlude 

The names of the three hijack¬ 
ers who appear in the begin¬ 
ning are borrowed. The one 
beaten by Spike is Huey. The 
bald-headed one, the ring¬ 
leader, is Luey. And the woman 
wearing Indian-style clothing is 
Duey. Their names all come 
from three Disney characters: 
the three prankish nephews of 
Donald Duck, 


13 Leaving Piccaro and his 
gang up to Jet, Spike goes 
after Roco. In the desert, he 
spots the wreckage from a 
shuttle. Inside, a woman pulls 
a gun out from behind her 
back and points it at him! 
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14 The woman, Si 
asks Spike why he i 
But she relaxes one 
mentions Roco. I 


“Something be 
ful, huh...? I’rr 
afraid that I lo; 
that a long, lot 
time ago...” j 


15 About the same time, 
Roco happens to run into 
Piccaro’s gang in a public 
restroom. He’s busted! 


lb Stella pours some tea 

for Spike, and says, “1 can ^ I 

feel these things. Both you 
and Roco have something BlgBHBHB 
very beautiful inside of you.” ■■ 'ifia jBH 

Roco, risking his life to protect something precious 

Inside the shuttle wreckage was Roco’s sister Stella, who lost her sight because of Vei 
Sickness. When Stella realizes that Spike knows Roco, she shows him a music box that ^ 
had given her. Hidden inside, Spike finds some seeds of the Grey Ash, which is the remedy 
Venus Sickness. Meanwhile, Piccaro’s gang catches Roco. 

That night, Spike and Roco meet at a cathedral at the edge of town. But Piccaro and his p 


have been lying in wait there to get the Grey Ash. In order to help Spike escape, Roco ju 11 
one of Piccaro’s underlings. Spike takes the opportunity to duck for cover and shoot W 
Faye and Jet spring into action to back up Spike. Just then, one of Piccaro’s underlings cot 
after Roco to grab the plant. When Roco sees him, images of Spike’s movements back » n 
shuttle before suddenly flash though his mind. Roco sends the underling flying, just like Sp 
had. When Spike saw that, he gives him the thumbs-up. At that exact moment, a ^ 
pierces Roco’s chest! 
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1 7 Spike returns to the 
Bebop and asks Jet how 
mnchCrevAsh seeds are 
He answers, “Those 
w u°-n« are like gems. Eight 

th g million each. You got 
enme 7 " Spike looks at the 

seeds in his hand and says, 
^ “Mo iiicl - rnrinus. 


18 Even though they beat 
him, Roco still won’t tell 
where the plant is. When 
Piccaro mentions his sister, 
Roco spits, She has nothing 
to do with this.” 

19 When Roco finds out 
^Pike is a bounty hunter, 
out for the price on his 
u?ad, he points a gun at 

Spike says, ‘‘Stella 
r ^ s ’ doesn’t she?” 
holds out the plant. 
J* zin § that Spike under- 
vpiil‘‘n e Nation, Roco 
y !!!' Ru n! They’ll kill you. 


COWBOY BEBOP Stories 




























COWBOY BEBOP Stories 



20 Gunshots hit the 
ground at Spike and Roco’s 
feet. Roco pleads, “You have 
the Grey Ash, so let him go, 
please.” But Piccaro and his 
gang point their guns at 
Roco. Roco jumps at one of 
Piccaro’s underlings, and 
the shoot-out begins! 


21 Faye suddenly stai 
blazing away with her 
Gatling Gun, and Jet w 
her, “Hey, easy Faye! 
There’s no reward if ; 
they’re all dead!” 


Interlude 

What is the martial art that Spike 
was teaching Roco? It’s Jeet 
Kune Do, a martial art developed 
and mastered by Bruce Lee, It is 
not limited to any specific martial 
art discipline, but borrows from 
many different styles. And certain¬ 
ly, Spike’s line "Be like water,,.” 
is a major part of its teaching. 
This episode really showcases 
Spike’s admiration for Bruce Lee. 


22 One of Piccaro’s underlings runs at Roco. Roco s 
ly remembers Spike’s teachings and sends the go° n | 
just like Spike. When he realizes what he did, Roco j 
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23 But joy only lasts a 

moment as a bullet slices 
through Roco’s chest. The 
plant slips from his arms, 
and the case breaks, exposing 
it to the outside air, causing 
it to wither instantly. 


25 Spike pays a visit to Stella 
in the hospital. Her eyes are 
going to heal now, thanks to 
Roco and he is the first person 
she wants to see, but... 


Spike runs over to 


Roco, who asks him to take 
care of his sister with the «■*— 
seeds, as he passes away. 

“You know better than 
^ anyone without looking, 


26 Just from Spike’s 
demeanor, Stella can 
tell that Roco has 
died. As Spike leaves 
the room, she asks 
him, “Tell me, what 
was Roco really 
like?” Spike answers: 
“He was a great guy. 
He was exactly the 
person you thought 
he was. 


SEE YOU SPACE COWBOY. 
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Scenario ; Dal Satou 
Continuity; Shinichirou Watanabo 
Director ; tkurou Satou 


Introducing Ed, the newest member of the Bebop crew! Also known as Radical (free) 
Edward, she lives as she pleases on the desolate Earth, unhindered by anything. She’s a lot 
like a cat. Her wide-eyed ingenuity, high spirits and contact with a newborn, innocent artifi¬ 
cial intelligence (an Al) shape this episode. And, incidentally, the title “Jamming with 
Edward” could refer to “jamming” electromagnetic waves, or a musical jam session with Ed 
and the rest of the Bebop crew. 
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4 As the Bebop 
draws near Earth, 
the crew pass time 
each in his/her own 
way. That is, until 
the TV reports that 
an 8 million bounty 
has been placed on 
the person respon¬ 
sible for the strange 
land drawings. 


1 An artificial satellite in 
orbit above Earth. A 
voice echoes out: 
“Always...alone.” The 
surrounding satellites 
use their lasers to sketch 
patterns on the surface 
of the Earth that look 
just like the Nazca lines! 


5 Faye takes in the 
bounty, but Spike says 
he’ll sit this one out. 
When Faye asks why, 
Spike answers, “Hackers 


Z Ed, who is a mast 
hacker on Earth, con 
nects to cyberspace 
and finds the Bebop’s 
gate logs. 


7 A news program reports 
that the access code to 
the satellite used to draw 
the land drawings has 
been lost, so the investiga¬ 
tion is going much slower 
than expected. 


piidl black^' ' ^ ~ ' .. 

An 8 million bounty on a hacker!! 

Some unnerving information comes aboard the Bebop, which is on its way to Earth. Who h a< 
the laser satellites and made them draw the huge pictures on the Earth? When they fi nC * 0 
huge bounty has been placed on the culprit, Faye and Jet take a definite interest in the $ 
On the other hand, Spike isn’t very thrilled. J 

Ed, a child hacker, has taken a deep interest in watching the Bebop’s movements f ronl ? 
space. As a genius hacker, the police thought she was in-cahoots with the laser culprit- B j 
nects to the Bebop’s computer, and finds out about the land drawings. When she discovers 
the access code to the satellite used to make them had been lost and that the investig at ^ 
going slower than expected, she researches it herself. Jet and Faye search on Earth for th e | 
inal, but they can’t get any useful information, so they’re stuck. At the same time, Ed has 
the access code and connects to the satellite network. And when she does, she suddenly 
a strange voice in her head. 


; minks it will be an easy job. When Jet complains p o 
‘ n 1 like being led around by a woman, he gets $ _Q 
vounter-attack in the form of a stomp on his foot. 
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10 Ed hacks into the Bebop's 
computers and finds out about 
the bounty for the one who 
made the land drawings. 


Earth 

The environment of the Earth of this era has been com¬ 
pletely transformed, forcing most people to live under¬ 
ground, This is necessary as the surface of the Earth is 
struck daily with pieces of the Moon, which was destroyed 
in the phase space gate accident. A small minority of 
people make their living on the surface rummaging 
through junk, like Ed. But that doesn’t mean the people 
who live underground are closed off from all society. As 
forests of parabolic antennas on the surface indicate, there 
is constant exchange with the outside world and with the 
people living in space. 


8 A dilapidated building 
on Earth. Surrounded by 
various junkpiles, Ed 
plays happily with a 
remote-controlled plane 
she made herself. It looks 
just like the 


9 Suddenly, the police burst in. But Ed uses her 
controller to pilot the patrol ship like a toy and 
make it crash into the ground. 




EYE CATCH 
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12 Jet goes to an underground city, snoop¬ 
ing around for information about the hack¬ 
er. The name “Radical Edward” comes up, 
but the descriptions given by the people 
are across the board. Unable to get any use¬ 
ful information, Jet gets rather discouraged. 


13 

r eal 


Wh 

finds the access code to the satellite, she 
'en nat ‘ t s not connected to Earth at all. Strangely, 
Strari 8e v COnnects t0 ^e satellite network, she hears a 


Hi 


an ge uects to the s 
)ICe in her head. 


“Nobody here. 
Always, alone...” 


Faye flies over the Earth in her Redtail, looking for the 
transmitter the hacker used to gain access to the satellite. 
But the Earth’s surface has an immense number of antenna 
^,/orincr it like a forest. 
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i’ll call you MPU! It’s like CPU 
but neater.” 


What kind of dream did that eye see? 

The strange voice belongs to a military satellite’s A1 (artificial intelligence). Ed finds out 
A1 made the land drawings, and she gives it the name “MPU." But because police jam the sig 
nal, the connection is lost. In the meantime, Jet and the others return to Bebop without a, 
information. All they get is the name of a hacker, Radical Edward. Jet got some informat* | 
from the police database, and finds out that the police had tried to bust Ed without succej 
Just then, a message comes in from Ed, flabbergasting Spike and the others. Ed says she co I 
tell them who the real culprit is, but she has a favor to ask in return. Ed tells them a JB 
details about the incident. Since she couldn’t access the satellite anymore, she asks the W 
actually go there and download the Al. And to do that, they couldn’t use any compute >M 
else the surrounding attack satellites would respond with force. Jet says it is impossible t ^ 
it manually. But for some reason, Spike seems enthusiastic about the plan and takes oft ,n 
Swordfish II. ' 


aC avi ng heard all the details from Ed, Spike gets all gung-ho 
downing to the satellite, breaking the antenna and 

l0ad ‘»ig the Al. 

47 
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16 Ed asks the Al why it doodled on the Earth. It seems 
that MPU drew the pictures it remembered from an Earth 
long ago, before the gate accident. Suddenly the display 
gets scrambled. The police have tracked down the access 
code and jammed the signal! 


17 Jet searches for 
information on Ed, when 
his computer gets 
hacked. When Spike asks 
the hacker, “Do you 
know Edward?’’ she 
responds,“Yeah. Because 
Edward is Edward.” 


14 Ed introduces herself to the Al as a net 
diver from Earth. The Al says that it is the 
control program of an artificial satellite. 


/5jet and Faye have returned to the Bebop. Jet 
brings back sweets as a souvenir, but the only 
information he brings back is his findings on 
Radical Edward. His report: “He’s a seven foot tall 
ex-basketball pro Hindu guru drag queen alien.” 





m 
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19 Faye asks Ed how she 
I knows about them. Ed had 
| been keeping track of the ! 
Bebop’s movements for som 
time. When Faye hears that 
she finally believes that Ed I 
really Radical Edward. 


20 Spike has flown out 
on the Swordfish II. Going 
in manually, without the 
aid of his machine and 
breaking the satellite’s 
antenna is a tough job to 
say the least. Jet reminds 
him that he has only one 
chance... 


“Got it? One chance.. 
‘That’s all I’m gonna nei 


ZI Spike cuts on 
controls, and swit 
manual. He procej 
control the Sword] 
altitude, drawing 1 
to the target throi 
inertia. 


48 
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24 Ed tells them the satellites 
won’t fire if Spike gets within 20 
meters of MPU. Faye becomes a 
decoy for Spike, who steers 
close to the main satellite. 


22 MPU sees the approach of the Swordfish II. 
Responding, the surrounding attack satellites start 
to move. Spike gets the satellite dead in his sights 
and pushes the button for his main gun. The beam 
from the main gun shoots straight for the satellite! 


- --- -- I I 41.—* 

and thp W E Ver ’ other satellites in front of it shield it, 
die satpir » ^ s * Sp ^ e ^ ires h' s en S* nes an d dodges 
sh 00 r nJ ,tes ,? ttac ks one by one. The only answer is to 
them?’’?T 1 satellites. When Faye asks, “All of 
s Pike mi e shouts back, “If we don’t, they’ll take us out! 
aneuvprc hie s hjp f or d ear life. 


before t!!^ COntro1 pr °9 ram of a military satellite in orbit since 
Al. 9ate accident that transformed and gave birth to an 
that thp' a ' was * aunc hod for weather observation. It seems 
tion ne J raup of satellites, isolated from the Earth communica- 
deve| 0 nin° rk in space - formed a networ k like a neural net, thus 
Hal 9onn Intelli 9ence. As an Al, it brings to mind the computer 
•200! • a o W ^' ch appear ed in the 1968 science fiction movie 
camera v , ace Odyssey.” It’s still memorable how HAL’s red 
story, flw ye would appear many a time in that movie. In this 
^,m lrna 9 e is r eproduced in order to give a sharp 
Al's existence 


MPU 
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25 With superhuman steering technique. Spike dodges the 
attacks one by one and amazingly gets close enough to the 
satellite to operate. Spike exits his ship, quickly searches for 
the satellite’s jack, and plugs in a connector. 


X | A|)| Zb Ed connects to the Ai 

\ m $ through the Swordfish II- 

\ Si P ersuac *e s the Al, “lfyoul e 

•pL JmjsW us download you, we’ll be 

If your friends!” She taps on 

I the keyboard, and the cop 
begins! 

It was lonely, so it drew some friends.” 


27 Spike and Jet bring in the AI’s data, reporting that it 
is the perpetrator. On the way back. Jet asks,“I wonder 
why it suddenly started doodling on the Earth all of a 
sudden?” “It drew itself some friends,” Spike replies. 



29 When that happens, 
Ed uses her controller to 
bring the Bebop back. She 
grins widely and says, 
“Faye promised Ed can be 
a member of Bebop. ” mm 
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SEE YOU SPACE COWBOY. 


“Like I said... Nothing 
good ever 
comes from Earth.” 


7 Q Ed waits happily 
the beach for the 
Bebop to return, 
paye had made a 
promise to let her 
come on the Bebop 
if she helped them. 
But Faye shouts to 
Ed, “Promises were 
made to be broken! 
In fact, most of them 
are!” They ignore Ed 
and take off. 


30 it, 


: turns out that the bounty doesn’t apply 
to computers, so they wind up getting noth¬ 
ing for the capture. Spike sighs. “Jet, I hate 
K| ds, animals, and women with attitudes. So 
why do we have all three onboard?” 

fi 


Interlude 

The title "Jamming with Edward” is 
°ne of the Rolling Stones series. It 
comes from the title of an album 
m ade in 1972 of a session with three 
[T the Rolling Stones (Mick Jagger, 

'Til Wyman, Charlie Watts), the blues 
Quitarist Ry Cooder, and the pianist 
N'cky Hopkins. 
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Scenario ; Aklhiko Inari 
Continuity; Yuujl Yamaguchl 
Director ; Hlrokazu Yamada 


r * « 

This Is the 6th episode aired during the original Japanese TV broadcast (the 10th episode overa! 
and it closes in on Jet s past. This episode focuses almost entirely on Jet, entailing details 
as the fact that he was once a police officer on the moon Ganymede, that he was nicknamed 
‘Black Dog’ who sinks his teeth in and never lets go,” and that he once had a girlfriend, a fact 
that hasn’t been touched upon thus far. Colored with Jet’s “sentimental” personality from start 
finish, this is a must-see for Jet fans! 
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5 “She has a joint on 
Marvis Harbor, a little 
. bar called “La Fin.” 
With this information, 
J et goes alone toward 
Marvis Harbor. 


“How long were you 
there?” 

“For a while.” 


3 Faye butts into Jet’s business and says, “Ganymede 
your old home, right? Don’t tell me you were r ^ n ^. enil J er 
bering some sweet thing from your past that cried o 
you? Or somebody who made you cry?” • •11 


2 Jet looks at the 
motionless pocket 
watch in his hand, 
deep in thought. 
Images of the watch, 
accompanied by a 
letter and a female 
figure walking in the 
rain, float to the 
surface of his mind. 


4 let contacts the 
Ganymede police in order 
to hand over the bounty, 
Baker. The person who 
responds is Donnelley, an 
old comrade of Jet’s from 
when he was a cop. 

They’re happy to see each 
other again after 7-8 years. 
Donnelley asks how Jet has 
been doing since his 
Ganymede days. “Oh yeah, 
what was her name 
again...you know...that’s 


1 A man by the name of 
Baker Panchorero is tied 
up in the Bepop and Ed 
bumps into him from 
above and bites him. 


Jet’s memories of a girlfriend from Ganymede t 

Spike and the others head to Ganymede to turn in the bounty they have caught, Baker. ^ 
with the sight of his old home Ganymede in front of him, Jet becomes lost in thought, an ^ 
even manages to forget to get permission to land. Harried by Spike, he contact 5 > 
Ganymede police, and the man who responds is none other than Jet’s old comrade fr° . efl 
days as a cop, Donnelley. They haven’t seen one another in nearly eight years. That s 
the name of Jet’s old girlfriend, Alisa, escapes Donnelley’s lips... oll e 

After hearing about what Alisa had been up to lately, Jet heads for her bar. There was n ^ 
in the place except for Alisa’s boyfriend, Rhint, but Alisa appears from behind a cl | rta,n onl eS 
is totally surprised by Jet’s appearance, but soon relaxes. Just then, a communication c^ ^ 
in to the Bebop from Donnelley for Jet. Spike takes the message - info on a bounty " 
Alisa’s boyfriend Rhint is the target. Needless to say, Spike is a tad troubled by this. 

54 


“If you think all women think 
like you, you’re the one making 
a big mistake.” 


^hen Faye finds out Jet went to see an old 
thj V^We, she says, “He’s kidding himself if he 
W’q .his old girlfriend still carries a torch for 
^Pike replies, “And you’re kidding yourself 
if you think all women are like 


ke you. 
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8 Just then, Alisa 
appears. 
Surprised, she 
says, “it couldn’t 
be! Jet?” She tells 
Rhint, “Rhint, he’s 
my guest. It’s 
Okay.” Rhint 
leaves the bar, 
snarling. 


7 Jet hesitates in 
front of La Fin, but 
then enters the 1 
Rhint is inside, and 
Jet says, “I’m an < 
friend of Alisa’s. 

I haven’t been aroui 
in a while...” 


“It’s so like you 
to worry about 
things like that.” 

10 Worried about Alisa, 
Jet asks her, “New Island 
mortgages are high and the 
banks aren’t too under¬ 
standing. Must be hard for 
you to manage." Seeing 
that Jet’s personality hasn’t 
changed a bit since their 
days as a couple, Alisa 
smiles and chuckles, seem¬ 
ing to relax. 


9 As she offei 
Jet a drink, Ali 
confides, “Fm 
closing shop. 
There aren’t as 
many ships com 
ing around any¬ 
more and this 
area has gotten 
run-down. Fro 
thinking of mo v 
ing to a new 
town.” 

Interlude 

The name “Rip Van Winkle' came 
up in the conversation between M 
and Donnelley. This is the name ^ 
the main character in a short stojl 
of the same name by Washington 
Irving. The story is about a man. 
Rip, who was running away fr°m j 
his nagging wife when he ended 
falling asleep for 20 years, and i 
world had changed when he 1 
awoke. But in this situation, 
a bit "backward” too. 
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\ 1 Alisa says brightly, 
“You don’t have to worry. 
Besides, I have Rhint...” 
When he hears Rhint’s 
name, Jet asks, “That guy 
who was just here?” 

“Yeah, we’re married and 
have three kids.” 


12 Jet is shocked, but Alisa 
laughs. “Kidding. Rhint is just 
my boyfriend. You must be mar¬ 
ried.” Jet answers, “Nah, I’m 
traveling around with a bunch of] 
weirdoes. And on top of that, 

I’m a bounty hunter.” He takes 
out the pocket watch he brought 
with him and shows it to Alisa. 
“Do you remember this?” 


13 Donnelley contacts Spike, 


have some info on a bounty. This 
hasn’t been broadcast to the pub¬ 
lic yet...” The bounty is Rhint. 
“Rhint is Alisa’s main squeeze. I 
thought you boys would want to 
know.” Spike reluctantly asks, 
“What’s the bounty on this guy?” 
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Alisa, runs away with a wanted man, and Jet chases after them-' 

Spike leaves the Bebop aboard the Swordfish II, looking for Jet. But Jet isn t returning his p I 
Spike has no choice but to go searching to find out where Jet is... 

In the meantime, Jet was at La Fin, asking Alisa why she had left him. But Alisa told Je . ^ 
to her hadn’t changed a bit since they parted, that she was going to leave him yet aga 
order to protect Rhint from bounty hunters, Alisa abandons her store and flees. J 

Just then, Spike, who had been looking for Jet, spots Rhint and Alisa and begins tie c 
Rhint and Alisa frantically run away from Spike. In the middle of the pursuit, Spike a ‘ e 
nearly crash into each other. Spike explains the situation to Jet and he decides to c 
Alisa’s boyfriend, Rhint, himself. 


14 Leaving Ed and Faye 
behind on the Bebop, 

Spike heads for La Fin. 

When none of his mes¬ 
sages get any response 
from Jet, he becomes con¬ 
cerned. 

/5jet says, “When I came 
back that day, all that you 
left behind was this watch 
and a note, with only one 
word on it: ‘Farewell.’ 

1 made a deal with myself. If 
you didn’t come back by the 
time this watch stopped, 
1 would leave this place and 
start a new life... I didn’t 
come here to blame you. 


“Time never 
stands still.” 


16 Alisa says, “The way you talk 
it, you seem to think that time 
has stopped on Ganymede. p u 
a story from so long ago... I ve 
about it.” Then she tells 
him, “I’ve gotta go. Goodbye, Jet. 
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] 7 In an effort to protect Alisa, Rhint ended up killing Loewe 
Renzo, a loan shark who had lent Alisa money. Rhint thinks back 
to then as he flicks his lighter. As Jet leaves La Fin behind, he casts 


1$ Rhint cries, “A 
bounty hunter? He’s 
Jiter me!” He’s lost all 
Jbpe. Alisa rushes 
? hl nt toward a boat 
tor escape. 


19 Spike suddenly spots 
Rhint and Alisa. “Well, it 
looks like all of my good 
karma is finally paying off.” 

He only fires warning shots 
at the boat. 

20 While chasing Rhint aboard the 
Swordfish II, Spike almost crashes into Jet in 
the Hammerhead. Spike tells Jet that Rhint 
has a 1.8 million woolong bounty on his 
head. “He’s got a bounty?” Jet can t hide 
his surprise. 
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handle 
this. 
You go 
back.” 


22 Jet warns Rhint, “Stop the boat. n0V u, t „. 
Just like his nickname, Jet threatens to cna 
the boat until the heavens fall. 


21 Jet broods for a bit, but decides to catch 
Rhint himself. When Spike asks Jet, “You’re 
not gonna let him go, are ya?” he says, 
“When I was a cop, this was my beat. I was 
the ‘Black Dog’ that sinks its teeth in and 
doesn’t let go.” 


“You’re so sentimental. Really 



23 Jet sinks the Hammerhead's 
anchor into Rhint’s boat, and 
stops it. With his boat unable to 
move, Rhint begins to panic. 


The satellite Ganymede. 

Ganymede is the third satellite from Jupiter. The majority of ® 
surface is covered with oceans, so there are many offshore 
cities. There are gigantic marine life forms in the oceans, an | 
the fishing industry is rather prosperous. The Bebop was orp 
nally a Ganymede fishing boat, and was used to transport 
catches of gigantic fish (such as the Ganymede whale) into ^ 
space. Incidentally, the numbers on Jet’s pocket watch go 
15. Ganymede’s period of rotation is naturally 7-15 days, 
it is speculated that the period of rotation has been sped up 
due to the terraforming of the planets and satellites.^ 
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‘Stop protecting me ! 5 


26 When Jet hears 
Alisa say, “I wanted 
to live my own life,” 
he tells Rhint, “Be 
strong...and take 
care of her.” 


Session# 10 


24 Alisa quietly grips the pistol 

in her lap. She slowly turns 
toward Jet, who stares back at her. 
The part of Rhint and Alisa’s boat 
with the anchor stuck in it breaks 
apart, and the sudden release 
causes the boat to lurch forward 
and beach on the rocks. 


25 Alisa points her 
Sfm at Jet. As Jet gets 
cl °ser, she yells and 
Pulls the trigger. She 
?i sses and Jet says, 

1 ‘ let him go, some¬ 
one else will get him. 
ou still have time.” 


s 5 


CD 


s CO 


27 Realizing that 
| Alisa will wait for 
j Rhint, Jet feels more 
at ease, and leaves 
her behind. With a 
final glance at the 
pocket watch, he 
I tosses it into the sea. 


SEE YOU SPACE COWBOY. 
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iSiftii 


This, the 7th episode of the original Japanese broadcast run, is unusual in that it takes place 
entirely aboard the Bebop. In the calm confines of the ship, an intelligent space creature 
appears and, in one fell swoop, the ship is swallowed up in a whirlpool of calamity. Just what 
is this intelligent life form, really?! The usual words, which normally appear at the end of 
each episode, are replaced with “The End.” And in the preview of the next episode, Ed 
announces that from now on, the show will be “Cowgirl Ed.” It is a very surreal and humorous 
episode, to be sure. 
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1 Jet reads over 
the ship’s logs. 
“It’s a pain not 
having money. 
Sometimes we get 
tempted to make 
some quick cash.” 
Jet loses big-time 
to Faye at dice, 
even his clothing! 



2 Faye pressures Jet, “Well, it wou 
be easiest for me if you paid me in 
cash. So what’ll it be?” 


One victim after another! The horror story begins? t 

Inside the Bebop , Jet gambles with Faye to try and make some quick cash. What he ^ 
realize is that Faye is swindling him the whole time, so he loses all of his possessions* jj 
game. Having lost his clothes (not to mention his dignity), he goes back to the s ^? rer . j te § 
for a blanket. While in the storeroom, he gets close to the refrigerator and something 
him. Spike and the others think it’s just a rat and brush off the bite. But then Jet los 
sciousness and collapses. 0 ut 

Spike tries to analyze the toxin in Jet’s body, but it’s tough to identify. Then Ed app e 
of nowhere and says, “It’s a mysterious space creature!” Spike shakes his head at t e 
kid’s notion, but to try and shed some light on the case, Spike uses a detector to try 0 
the creature. By now, Faye is bitten by the creature while in the bath, and she too goes 
for the count. The Bebop is wrapped in mystery and suspense. 
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J In the storeroom, 

Jet muses, “Humans are 
meant to be laborious 
creatures. Those who 
try to get rich quick or 
live at the expense of 
others, all are punished 
in the end, their just 
desserts.” 


4 Faye smiles as 
she looks over the 
winnings she 
tricked out of Jet: 
“The world is ruled 
by survival of the 
fittest. We live to 
fool and be fooled. 
I’ve never had any¬ 
thing good come 
out of trusting 
someone. That’s 
the lesson.” 


It’s tough out there 
in the real world!” 


D Jet, in the storeroom, 

has been bitten by some- ^3 

thing strange. Spike runs |H|H| / ; M 

in. When he sees the kudllv ' Jfl 

refrigerator nearby, it 

reminds him of some- 

thing, but, what? HHHHB 

“I’m sure, there was something 
about that refrigerator...” 
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9 Faye is in the bath when something 
failing from the ceiling catches her eyes. 

She looks up, but nothing seems out of 
place, so she relaxes and continues her bath. 


6 To try to stop ] 
Jet’s wound from 
becoming infected, 
Spike whips out a 
dried lizard. 
Disgusted, Jet asks 
“THAT will stop it 


from festering?” H< 
drinks it, choking. But just as he drinks the 
concoction, he collapses. Spike yells, “Hey, 
hey, quit messing around...” When he 
looks closely at Jet, he notices a strange 
blotch on his neck. 


7 Faye thinks Jet’s 
wound is possibly due 
to a rat, but Spike 
tells her, “I dunno 
about that. He seems 
to have gotten some 
poison in him that 
isn’t in the computer.” 
The source of Jet’s 
infection doesn’t 
match any of the bac¬ 
teria samples in the 
database.” 


10 Spike gives Ed the 
detector and tells her, 
“Okay? This thing was 
made to detect heat 
sources.” But then Ed 
runs off, chasing after 
Ein. When Spike tries to 
call Ed back, he notices 
that the creature’s heat 
response pattern has 
just zoomed by in front 
of him. 


‘Creepy! The attack of the terrible space creature ! 1 


8 Spike refuses to j| 
accept the space cre^t 
ture theory, despite a 
Ed’s babbling. 


11 Faye comes bursting out of 
the bathroom. She asks Spike 
about Jet’s symptoms, then cries, 
“And I m still so young and beau¬ 
tiful!” Spike doesn’t know what 
she’s talking about, and then she 
faints. She’s been bitten by the 
mysterious creature! 


EYE CATCH 


The Mysterious Space Creature 
A strange creature kicks the Bebop into a 
frenzy. It seems to be born from eggs which 
are parasites living on a lobster Spike left in 
the refrigerator (nice one, Spike!). Spike 
investigates biological data, but it seems the 
species has never been catalogued before. 

It is probably a new life form, a space borne 
creature hatched on the Bebop. 

It has watched the activity on the Bebop and 
appears to be intelligent. When it sees another 
creature, it changes itself into something sharp, 
and then attacks. It doesn’t die even if it gets 
burnt. There are no known methods of eradi¬ 
cating it. Spike doesn’t even know if it 
can be eaten or not! 
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\6 Spike starts off 
bv searching in the 
gji ea of the hatch 
with the detector. 
j^ e continues mov¬ 
ing on through the 
whole ship._ 


12 “August 6, Skyday. Today, we re 
going searching for a bizarre, hitch¬ 
hiking space creature. Lesson...if 
you see a stranger, follow him...” Ed 
searches for the mysterious creature 
like nothing bad has happened. 


jf 7 Spike finds the 
detector Ed was 
wearing, which had 
fallen in a passage¬ 
way. He picks up the 
detector, muttering, 
“Oh, great. Did it 
get her too...?” 


13 As he searches for Ed, S{ 
hears Ein barking. He rushes 
the spot, where ne sees Ein, 
limp on the floor. “Oh, great! 
Spike helps the dog, complai 
“Where’s your natural instini 
you mutt?” fi 


No choice. I’m 
going in!” 


io Spike is tense, 
and then something 
black falls from the 
ceiling right in front 
of him! He yelps out 
“Uwah!” and falls 
on his butt. It was 
just oil that had 
dripped from a pipe 
in the ceiling. 


Don’t surprise met 


I’ve been waitin’ for ya!! : 
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“Come on, you $C 

20 Spike finally confronts the mysterious 
creature. He dodges the creature’s attack 
and fires his pistol, scoring a direct hit. 
Seeing that the creature isn’t moving, I 
Spike drenches it completely in flames - 
from his flame-thrower. 


23 Spike throws the 
entire refrigerator out 
into space. As he tries 
to get it out of the 
Bebop, he’s bitten by 
another creature in 
the refrigerator. 


21 Just then, his stomach 
growls. And as he sarcastically 
says, “1 guess I should have 
eaten that. You don’t know 
what old stuff might be in the 
fridge...” He suddenly real¬ 
izes what he’s said and a look 
of terror permeates his face. 


fridge out the hatch. 
He struggles to keep . 
himself from being ] 
pulled outside the 
ship, and manages to 
close the hatch just in 
the nick of time. When 
the pull on his body 
suddenly stops, he 
gets flung against the 
wall, and loses 
consciousness. 


“Manjuu...l can’t eat anymore 

25 The 


__ surviving 
creature climbs too 
close to Ed’s mouth 
and is eaten by her in 
her sleep! 


22 As he stands in 
front of the refrigera¬ 
tor, Spike remembers, 
“It had to have been 
a year ago when I 
bought that lobster.” 
Lo and behold, the 
inside of the refriger¬ 
ator is teeming with 
fungus and eggs. 


Interlude 

This episode is chock full of references to^ 
ous SF movies. The major ones are "Alien 
"Aliens, 11 and Jet’s reading of the ship’s lc| 
the beginning was no doubt influenced 09 
"Star Trek" series. The last scene, when tni 
Bebop is under zero gravity, closely resenv 
"2001: A Space Odyssey." (The BGM o\ 
scene in "2001 ” is “The Blue Danube, 
"Bebop," it is "The Waltz of Flowers. 1 ’) 9 


26 Spike and the 
others float around 


inside the Bebop. The 
final lesson comes 
from Spike: “The 
object lesson here is: 
Don’t leave things 
sitting in the refriger¬ 
ator.” Good thinking. 
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VOLUME.02 


BEBOP J Mechanic Report 


Simultaneously retro and futuristic. Conservative 
yet flashy. In this second volume of the “Cowboy 
Report,” we shine the spotlight on the mechanisms 
of Bebop. All of the Bebop mecha have a wondrous 
presence and “taste,” giving off a special allure, so 
please, have your fill! 


Kb 



OTHERS 

ph.Cianymede, where oceans cover the 
Majority of the surface, boats are the 
Jtain means of transportation. There are 
j ess els, like the Bebop, which can travel 
i!lr° s ? ace (h’ s even possible to do 
‘tra-cieep sea fishing while traveling 
etween satellites!) and there are also 


On many planets, cars remain the main 
mode of transportation. Various types 
of cars appear, from those with a near- 
futuristic design, to old classics like the 
Rolls-Royce. Even in the future, all cars 
still run on tires. Craft like the air car, 
which runs on air, have also been clevel- 


oped, and are in practical use, 


active traditional fishing ships 


TRANSPORT 


LARGE SPACECRAFT 

In the Bebop world, all vehicles, which 
are capable of traveling back and forth 
from outer space, are classified as 
“monomachines”. Consequently, all ships 
like the Bebop are monomachines. There 
are some ships in the 400-meter class, 
but shins larger than that are unable to 
travel through the hyperspace gates. 


SMALL SPACECRAFT 

These appear frequently throughout the 
series. They are similar to the cars of 
our world, and require a license to oper¬ 
ate. Spike’s machine is classified as a 
mo&oracer while Jefs is classified as a 
monoboat, and Faye’s, a monocarrier. 
These ships are unequipped to exit or 


enter any atmosphere 


Ground 
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Each gate 
consists c 
a transi¬ 
tion gate, 
synchro¬ 
tron gate 
and accel 
eration (c 
decelera¬ 
tion) ring 


The Bebop 

A former inter¬ 
stellar fishing 
vessel. She has 
weapons such as 
a powerhand, 
but no firearms. 


Gordon’s Ship 

Approximately 3 
times the size of the 
Bebop. Armed to the 
teeth with missile 
pods, it looks rather 
fearsome, doesn’t it? 


Freighter 

With a total length of 
80 peters, this ship is 
*°ng and narrow. Not 
Quipped with weapons. 


With a normal propulsion system, it takes 
14 months to travel from Earth to Jupiter 
and 30 months from Earth to Saturn. By 
utilizing a hyperspace gate, the travel 
times to these stellar points are 
listed below. Saturn 


r The Hammerhead 

Used to be a catcher boat, 
a space-fishing vessel. Not 
equipped with any firepower. 

Swordfish II 

This machine was originally devel- 
°ped for racing. Customized with 
a Mtomatic guns and a laser cannon. 


The Redtail 

Originally built as a 
high-versatility machine. 
Loaded with as many 
weapons as Faye can 
pack into her. 


TRAVEL TIMES USING GATES 


Classifications 


THE PHASE SPACE 
GATES 


According to hyperspace theory, 
the space in which we live phases in 
and out of existence every 1/48 of a 
second. And it is thought that during 
each phase, normal space is replaced 
by hyperspace, which is 1/240 the 
size of normal space. The “phase 
space gates” are entrances and exits 
to and from hyperspace. Entering 
hyperspace from these gates allows 
one to travel at a rate 240 times 
that of normal time. 

When Spike and the others travel 
between the planets, they usually 
use these gates. Even with this 
marvel, there are still old-school 
eccentrics who choose not to use 
the gates when traveling. The gates 
are managed, developed, and 
maintained by the Gate Public 
Corporation. (Similar to our own 
highway system. Even in the Bebop 
world, retired government 
bureaucrats get plum jobs in 
the private sector!) 


TRANSPORT 


SPACESHIP 


If one were to clas¬ 
sify the major types 
of spaceships 
(monomachines) 
which appear in 
Bebop, it would be 
as shown to the 
right. Incidentally, 
there are armadas 
of shiptypes in the 
Bebop world, but 
the fighter and 
warship classes 
never make any 
appearances in 
the show. 
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Only the monopod itself is 
independent, and it can trans¬ 
fer to other ships only it they 
meet operational standards. 


SPACE TRUCK 


FIXED-INTERVAL SHUTTLE 


THE BEBOP 


THE SWORDFISH II 


THE HAMMERHEAD 


The ship Twinkle and her 
group used to trick the 
Ganymede police. When 
Patrol ships drew close, it 
self-destructed. The four large, 
backward-pointing rockets are 
prominent feature. 


It is fitted with a barrel-like 
container on its bottom 
section, where multiple- 
warhead missiles are 
hidden. The barrel-like 
container is held in place 
by 4 arms. 


The bottom section is inde¬ 
pendent of the main fuse¬ 
lage, and can descend sepa¬ 
rately from space. It’s hard 
to tell from the picture 
above, but it bears the 
emblem of the Red Dragons 
on its side. 


Monopod System 

fhe^MONO” of “Monosystem” is an 
ab breviation of "Machine Operation 
Navigation of Outer Space." This system 
includes the airframe control mechanics, 
navigation system, and automatic billing 
s ys|em, and is necessary for activity in 
nntfi space. Since all space ships carry 
^System as standard, all space ships 
‘nel'inonomachines.” In addition, there 
anflso cases where small ships equipped 
Vv ith monopods (steering capsules that 
<l! We pods) are called “narrow-sense” 
Njomachines. These monomachines are 
u nible to exit or re-enter the atmos- 
Pbtre: Incidentally, the “monoracer.” 
^ffeocatcher," and “monoboat” classes 
are |he same as the “sedan,” “wagon,” 
an d other such classes of cars today. 


Fitted with a nuclear fusion 
aerospike motor, she boasts 
the highest performance of 
any civilian machine. It’s 
plasma cannon, has a firing 
range of 1000 km in space, 
and her destructive force 
equals 1 ton of TNT. 


The ship Jet flies. Originally, 
it was a ‘*Sacks Fish,” manu¬ 
factured as a catcher boat. 
Needless to say, it’s a 
rugged machine, which 
suit’s Jet just fine. (Its 
design was drawn with the 


Equipped with a Vulcan can¬ 
non on its bottom section, 
it is not a fighting machine. 
It is in the same class as the 
Hammerhead. 


This class machine, the 
same class as the Redtail, is 
the most popular type in 
the Bebop universe. Its 
design motif is that of the 
real-life jet “Optica.” 
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In the Bebop world, space 
ships that are able to travel to 
and from outer space using a 
“monosystem” are all called 
“monomachines," Let us 
introduce the major “mono¬ 
machines” which have 
appeared thus far. 


Used as a link between 
planets, there are also some 
vessels which travel from 
the gates and land directly 
on the ground, as well as 
ferry-like ships which con¬ 
nect space stations close 
to the gates. 


Other trucks appear in the 
series as well, decorated 
with various pictures, much 
like real-world truckers are 
fond of putting on their 
trucks today. 


Faye’s ship. Highly versa¬ 
tile, she can be fitted with 
various attachments. Fayes 
design emphasizes fire¬ 
power. Incidentally, in the 
Bebop world, firearms 
need to be licensed. 




rhe newest machines in 
Sebop world, they are to 
official use by the pon c • 
ill planets. Its m° n °P 0 ^f lT1 - 
i different shape thanf: 
oaratively old models . 
he Swordfish II and Rw ; 


Was built as an inter-planetary fishing vessel before 
Jet bought and remodeled her. She has the ability to 
exit and re-enter the atmosphere (depending on a 
planet’s gravity and atmospheric pressure.) 


fatal length: approximately 
400 meters. The ring sec¬ 
tion spins to generate grav¬ 
ity for the rooms inside. (In 
the Bebop world, there is 
no technology to generate 
gravity artificially.) 






SPACESHIP 
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OTHER MECHANICS 


ITEM 


COMMENTS 


The cars of Bebop were designed as a joint effort between 
mecha designer Kimitoshi Yamane and set designer Isamu 
Imakake, "I worked on it first, but Mr. Imakake loves cars 
and does them very well, so he pushed his way into doing 
it (laugh).” (Mecha designer Kimitoshi Yamane) It's possible 
to distinguish between Yamane’s work, which includes the 
special, unique designs, and Imakake’s work, which 
includes the more traditional designs. 




Driven by the men from the 
research facility searching 
for Ein. Equipped with a 
special-frequency antenna 
and other such high-tech 
equipment. 



What the mafia leaders 
flew after they had signed 
agreements with Mao. It 
achieves lift from the 
downward propulsion of 
the low-profile jet engine. 



The car stolen by Wen in 
the second half of session 
6 is steered with a control 
bar. This technology is in 
actual use today for the aid 
of handicapped persons. 



This is the unmanned heli¬ 
copter that delivers lug¬ 
gage to the Bebop. 



PATROL CARS 



The word “police” is painted 
on them in whatever 
language is appropriate for 
the planet or region. (In the 
picture above, it’s in 
Spanish: “Policia.” The j 
asteroid Tijuana has a . 


Used by Alisa and Rhint in 
their getaway in session m 
“In general, this design 
seems like a boat local nsn- 
ermen might use, but its 
capable of great speed. 
(Mecha designer Kimitosni 


Yamane) 





Appears in session 9. t . 
Detached from the coiflP. a 
er network, the AI ga ,n 
will of its own. 



The pistols that Spike and the others use all exist in real 
life. (Spike uses a Jericho 941 made in Israel, Jet uses a 
Walther P99 made in Germany, and Faye uses a Glock 30 
made in Austria.) “The guns were chosen by the director, in 
discussion with Mr. Imakake and Mr. Yamane. They talked 
about how they didn’t want common guns, because that 
wouldn’t be very interesting, and so they decided on these 
^ns.” (Setting Producer, Satoshi Toba) 



r ace d in the Bebop’s living 
f. ° n T it serves various 
t lotions such as a TV and 
^Phone. It’s a little bit 
na, ‘er than today’s PCs. 



GOGGLE DISPLAY 


The goggles Ed wears 
around her neck. The 
degree of transparency of 
the lenses changes to 
affect the degree to which 
you focus on the task 
at hand. 
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“Today’s cell phones are 
too small to be interesting 
visually. So we made them a 
little bigger, and placed 
them in a lot of different 
things...” (Mecha Designer 
Kimitoshi Yamane). 



By combining it with a 
multi-purpose communica¬ 
tions device, you can also 
use it as a sensor. (It can be 
used to verify that certain 
bounties have changed 
their looks for instances.) 
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Gumt Characters, 


Ed’s smiley / 
marks. / j 

They appear 
on the monitor // 
of a computer 
•when Ed’s 
hacked it. T K] 


ITEM 


WASHING MACHINE 


Large-class commercial 
ships like the Bebop come 
equipped with washing 
machines. It’s a convenient 
machine that can be used 
for both washing and drying. 


WATCH 


In accordance with 
Ganymede’s period of rota¬ 
tion, the numbers go up to 
15. It has a solid construc¬ 
tion to resist high water 
pressure, making it useful 
to Ganymede fishermen. 


MONEY READER 


It’s kind of like a portable 
cash dispenser, and is used 
to read money cards. (Even 
the receipt board Spike 
brings out in session 7 is 
electronic.) 


LIGHTER 


“After being given the 
materials by the director, 

1 came up with this design. 
To avoid seeming like 
Zippo, 1 wanted to depict 
Spike’s troubles with it.” 
(Mecha designer, Kimitoshi 
Yama ne) 

COMMENTS 


LIPSTICK COMM. 
DEVICE 


Faye had this hidden away 
in session 3. It has a small 
wide-angle lens, so it’s 
even possible to have a 
face-to-face communica¬ 
tion. The central unit is 
also interchangeable. 


When you set it up with 
pieces that have your 
opponent’s data recor 
holographic pieces appe a 
on your board. This s 

up the circuit connecting 

you with your oppone 


"Things I SI IUUIU UtiSiyi III I Cl way bll I IIICll iu u 10 yi oooi u, u m lyo I OI -UUIU U. .U. .yu. . . I w. — -■ - , | yp. 

cumstances permit, and in accordance with the director’s intention. For example, the handguns ,' ^ jstin g 
posely gave them a new design, it would be more futuristic than really necessary. Or if I referen 
guns, it would be merely imitation, . s j n to 

"And so, I thought it would be best to use things which would feel familiar. Taking all of those in <y 
consideration, it was difficult trying to make progress with the work while at the same time con 
everything with the production staff and director. And I took care that it wouldn’t turn out entire y ^ ^ 
futuristic, or too gaudy. At any rate, I aimed to create designs which would make the audience » 
the characters were actually ’alive.”’ (Mecha Designer, Kimitoshi Yamane) 


should design in a way similar to the present, things I should change. .. I change things as or 


Ed comes aboard the Bebop in session 9. As the level of 
chaos on the ship reaches new heights, so too does the 
chance that the tension will be broken up in some unex¬ 
pected ways? First Faye, and now Ed and VT: it seems that 
women who appear on Bebop are more often than not 

oddballs with some rather strange habits. 

Edward Wong Hau Pepelu Tivrusky the 4th 
Age: 13 - Blood type: AB - Sign: Sagittarius - 
Birthplace: Earth 

> 0n Earth, she was an unparalleled hacker and 
researched the Bebop’s battles like a stalker, decided 
she wanted to be a member of the crew, and wound up 
coming aboard the Bebop. There is a great deal of 
mystery surrounding her true name and age, but as 
she likes to say herself, ‘Ed is Ed.’ 


Ed’s goggles: 

According to a 
memo from 
character 
designer 
Toshihiro 
Kawamoto, 
“They have a 
retro design, 
but they’re 
actually 
high-tech.” 










































SESSION#6 




The ring with the 
energy stored within it to 
restore Wen’s disrupted 
circadian rhythm: 
Given to Spike by Giraffe. 


Wen: As a result of the 
phase space gate 
accident, his body produces 
an excess amount of a 
hormone similar to melatonin, 
and he cannot age. A young 
genius on the blues harp, he 
requires a “father” figure for 
his cover. 


f c/ \j 

Spike wearing a single-shooter holster. 


Wen, before the 
accident. 


Wen’s gun, remodeled 
with a counterweight and 
muzzle brake to reduce 
the recoil when fired. 


Zebra: A secret agents 
who disappeared after \ 
trying to sneak into a < 
research facility with I 
Giraffe. {> 


The gun Spike used 
against Wen: a single¬ 
shooter. Modified to fit 
Giraffe’s ring. 


Faye after her shower, still dripping. 


Giraffe: ms 
once a partner 
with Zebra in a 
secret anti¬ 
government 
organization. 


'A r 


“Alpha catch”: A device for examining brain 
k 11 waves, which Spike and the others used to 
‘/^confirm exactly what happened at the moment 
I of Giraffe’s death, which Zebra witnessed. This 
\ device can be used so that a third party can 
\ see someone else’s dreams, or his memories. 


Fatty River: A bounty n“ d jet 
same age as Jet. Spik c |jD‘ 
bumped into him at 
they were going after 
Giraffe. 
































































SESSION#7 




l Decker’s 
[liquid bomb: 

When the timer in the 
center goes off, the two dif¬ 
ferent liquids in the left and 
right cylinders mix, causing 
an explosion. 


777 VT’s trucker 
ills buddy, Otto. 


The Memphis 
Brothers , 
who were at 
the drive-in, 
“Mack’s Diner.” 


Decker’s 

dragon 

tattoo. 


~ Decker: 
He stole a large amount of 
explosives-grade solid nitro. 
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The bounty hunters. 


Muriel: a 
waitress at 
‘Mack’s Diner.’ 


, The giant 
[ guy at 
\ Woody’s 
j restaurant 
{ whom 
Faye 

mistook for 
Decker. The 
tattoo on his 
chest is of 


The “stuffed 
toy” wait¬ 
resses at 
Woody’s. C 
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SESSION^ 


A rich old man who was on the shuttle. 


The shuttle that Duey and her 
group tried to hijack. 


Faye's money card: 
Her signature appears 
on the backside. 


Notebook-style money 
card reader. 


Piccaro Carvine: \ , 

from the gang. 


The stewardesses on the shuttle. 


Piccaro’s goons. 


l -ISl iix - 


The hijackers, led by Luey. 


Roco Bonnaro, 
who was imme¬ 
diately 
impressed by 
■ Spike’s abili- 
\ ties. It turns out 
that he was 


Police cash dispenser: which 
bounty hunters use to claim their 
rewards. The console has a 
retinal scanner. 


Stella's music box: Roco 
hid “Grey Ash” seeds in the 
top box. Each one is worth 8 
million woolongs. 


j one of Piccaro’s 
/ men. In order to 
heal his younger sis¬ 
ter’s eyes, he steals 
highly valuable Grey 
Ash seeds. Piccaro 
hunts him down, 
intent on retrieving 
the seeds./:" ‘ 


Grey Ash, the cure 
for Venus Sickness. 


Roco's younger sister, Stella: 
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SESSION# * 


The news tabloid 
show announcer. 


Yuri Kellerman: 

paranormal analyst. 


The female anchor 
from the news 
program. 


> A contrast of 
the Swordfish II 
(outlined at left) 
and the command 
satellite protecting 
artificial satellite 
, D-135 (with the 
control program 
^ “MPU” on it). 


Attack satellites under the control 



Ed’s room (both top 
& bottom pictures): 
Crammed to the 
brim with rubbish. 


The ruins with the 
door open. 


The ruined building where Ed lives. 


A composite antenna, small 
television, and “Tomato.” 
k The TV was ripped off from 
^ somewhere, probably the 
junkyard. Because of the 
v flat, liquid crystal monitor, 
when there aren’t any images 
on the screen, it appears com¬ 
pletely blank. 


Ed’s PC, “Tomato” (back view): 
It gets its name from the fact that it 
was made using a cardboard tomato 
box. Covered with stickers. The 
power switch and the keyboard are 
on the front. 


The ramo-controlled 
Bebop made by Ed. 


S composite showing 
hands and radio 
Stroller. 


The controller for the radio-controlled Bebop. 
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SESSION#lfl 


Alisa: at the time 
she was living with 
Jet. 


] The stopped watch 
I Alisa left behind 
\ when she walked 
out on Jet. 


Alisa, leaving. 


Jet’s old girlfriend \ 


Alisa: who suddenly 

walked out on him \ 1 * 

in iiookp onn MniA/ oho l 


10 years ago. Now she \ 


Faye in a swimsuit. 


is the owner of 
a bar called 
La Fin. 


^Donem 

\ 1 Jet’s old 
comrade 
fl from his 


Spike in working clothes. 


The inside of Alisa’s bar La Fin, 
on Marvis Harbor. 


Baker Panchorero: the 
bounty Spike and the others 
came to Ganymede to turn in. 


Rhint Celonius: 

Alisa’s current 


I boyfriend. He killed a 
r loan shark in order to 
c protect Alisa from 
\ brutal collectors. 
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SESSION#!! 


Spike, fully armed: 
After his friends are 
attacked one after the 
other by the mysterious 
creature, he heads into 
battle alone. , 


O ptrol cham¬ 
fer, 2nd floor: 
t this narrow 
passageway, 
Fin became 


Lookino Ein became 
from the third 
inside the victim of the 
Bebop’s “fridge 
storeroom monster” 
to the 

entrance,- 


The Bebop's 

control 

chamber, 

1st floor. 


Inside the 
Bebop’s 
storeroom: 
some¬ 
where in 
all this 
junk is a 
certain 


O ’” umam 

refrigera¬ 
tor that 
caused 
some 
problems. 


Spike’s 
waist bag. 
acked with 
firearms. 


Jet: after Faye used her trickery at dice to 
literally strip him of everything he had. 


xS Faye in a bathrobe: 

After she became the 

i second casualty of the 

“fridge monster” while 
S^^in the bathroom, she 
r A \ \ came running 
\ i X into the living 
\ l \ room like 


1 refrigerator 
| that started 
f) everything. 


The bathroom in the Bebop: includes a shower 
room and bathtub. 


Spike’s flamethrower: 
On the Bebop, it has a rather 
unusual role: grilling food! 


The Bebop rat: Was suspected 
of being the secret identity of the 
mysterious creature. 


the refrigerator. 
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Cast and Crew 


Main Staff 

Director: Shinichiro Watanabe 
Screenplay: Keiko Nobumoto 
Character Designer: Toshihiro Kawamoto 
Mechanics Art Design: Kimitoshi Yamane 
Set Design: Isamu Imakake 
Art Director: Junichi Higashi 
Color Coordinator: Shihoko Nakayama 
Director of Photography: Yoichi Ogami 
Audio Director: Katsuyoshi Kobayashi (A.P.U.) 

Music: Yoko Kanno 
Animation Production: SUNRISE INC. 

Producer: Masahiko Minami, Kazuhiko Ikeguchi 
Produced by: SUNRISE INC. & BANDAI VISUAL CO., LTD 


Cast 


Spike Spiegel. Koichi Yamadera 

Jet Black.Unsho Ishizuka 

Faye Valentine.Megumi Hayashibara 

Ed.Aoi Tada 
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